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Gil sila erin lO govaded vin... 

Welcome to another issue of Hall of Fire. In 
this issue we have have a couple of starting out 
characters that could be found in Middle-earth, 
as well as the next installment of The Unofficial 
Guide to the Elder Days. 

We hope that you enjoy this issue and happy 
gaming. 

Farad vaer. 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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FOLLOW US ON TWITTER: http://twitter.com/halloffire 
Like US ON FACKEBOOK: http://fb.halloffire.org 


This is an unofficial fan webzine created for players of Decipher's The Lord of the Rings Roleplaying Qame and the world of Middle-earth created by 
J.R.R. Tolkien. There is no affiliation between the creators of this webzine and Decipher, Tolkien Enterprises, or any other related corporation. All 
material is either direct from Tolkien sources, Decipher, opinion, or has been created for the said purpose of roleplaying in the world of Middle-earth. 
All pictures and graphics, unless otherwise sited, were obtained from Decipher and New Line Cinema, fan contributions or from sources on the 
Internet. No claim of ownership is made through their use here. These images are used with no permission. THIS DOCUMENT IS NOT FOR 


RETAIL SALE AND INDIVIDUALS MAY PHOTOCOPY AND PRINT FOR THEIR PERSONAL USE. 























Peoples of the First Age 


The First Age offers a striking diversity of cultures to choose from—Noldor, Sindar, Edain, 
Dwarves, Laiquendi, Easterlings, Petty-dwarves, and so on make the Elder Days a rich cultural 
tapestry to play with. 

Here you will find details about the races of the First Age, the gifts and powers unique to them. 
Unless stated otherwise, what's presented here replaces the information in the Core Rulebook. 

Noldor 


They are the Deep Elves, and the friends of Auk, and they are renowned in song, for they fought and 

labored long and grievously in the northern lands of old. 


The Noldor were the second group of the Eldar to complete the Great Journey to Aman. Their 
name means "wise," for they possess great knowledge of lore and crafts, and they are ever thirsty 
for more. They are the most skilled of the Elves, and Aule is their friend. During the First Age, 
the Noldor are at their peak in both might and knowledge. The crafting of the Silmarils by 
Feanor was their crowning achievement. It is to retrieve these hallowed jewels that the Noldor 
of the House of Feanor have returned to Middle-earth. The Noldor of the Houses of Fingolfin 
and Finarfm venture to the Hither Lands to protect others from the rashness of Feanor and his 
sons, as well as to avenge Finwe's murder. 


Lands: Gondolin, Nargothrond, Hithlum, 
Dorthonion, Thargelion, Himlad 
Speech: Quenya, Sindarin, Taliska 

Racial Traits 

In addition to the abilities that all Elves 
receive, Noldor gain the following traits: 
Attribute Adjustments: +3 BRG, +2 NIM, 
+2 PER, +2 VIT, +2 WIT 
Beloved of Aule: Though they are already 
gifted in crafts, the Noldor have enhanced 
their abilities after learning from Aule. 
Noldor receive a +2 bonus to a Craft, 
Smithcraft, or Stonecraft skill. Alternatively, 
they can have a +1 bonus to any two Craft, 
Smithcraft, or Stonecraft skills. This replaces 
the Noldorin Lore trait in the CRB. 
Noldorin Lore: In addition to crafts, Noldor 
take great delight in languages and lore. 
Noldor receive a +2 bonus to any Language 


or Lore skill or a +1 bonus to any two 
Language or Lore skills. This replaces the 
trait in the CRB. 

Inner Light: As CRB. 

Racial Skills 

Appraise, Armed Combat, Craft, Debate, 
Insight, Inspire, Intimidate, Language, Lore, 
Observe, Perform, Persuade, Ranged Combat, 
Ride, Smithcraft, Stonecraft, Survival, Track 

Racial Edges 

Ally, Athletic, Craftsmaster, Curious, 
Eloquent, Fair, Faithful, Fell-handed, Friends, 
Gift of Tongues, Hardy, Honey-tongued, 
Incorruptible, Indomitable, Keen-eyed, 
Resolute, Stalwart, Strong-willed, Tireless, 
Valour, Wise 
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Racial Flaws 

Arrogant, Code of Honour, Duty, Enemy, 
Fealty, Hatred, Proud, Rival, Stiff-necked 

Background Packages 

Noldo of Gondolin: Appraise +1, Armed 
Combat +2, Debate +3, Inquire +1 Insight 
+2, Lore +2, Persuade +3, Ranged Combat 
+2, Faithful Edge, Wise Edge 

Other Calaquendi 

Vanyar 


Noldo of Hithlum or East Beleriand: 

Armed Combat +3, Lore +1, Observe +2, 
Ranged Combat +2, Ride +3, Stealth +1, 
Survival +3, Track +1, Warcraft +2, Valour 
Edge 

Noldo of Nargothrond: Appraise +2, Debate 
+3, Inquire +1, Insight +1, Language +2, 

Lore + 2, Persuade +3, Faithful Edge, Friends 
Edge, Wise Edge 


[T]hey are the Fair Elves, the beloved ofManwe and Varda, and few among Men have spoken with them 


Vanyar are not usually appropriate characters for most First Age games. They only venture to 
Middle-earth during the War of Wrath. However, your Narrator may approve a Vanya who comes 
to Middle-earth as an emissary of the Valar sent to convince more Elves to come to the Undying 
Lands. 

To make a Vanya character, use the Attribute adjustments, skills, and edges for Noldor. Vanyar 
have the same basic abilities as all Elves, and they have the following racial traits: 

Vanyarin Lore. Vanyar receive a +3 bonus to all Lore tests dealing with knowledge of the Valar. 
Poetry & Song. Vanyar get a +3 bonus to Perform tests. 

Inner Light. Vanyar get a +6 bonus to Inner Light instead of the usual +4. 

Teleri 

In water they had great delight, and those that came at last to the western shores were enamoured 
of the sea. The Sea-elves therefore they became in the land of Aman . . . for they made music 
beside the breaking waves 

Like Vanyar, Teleri only return to Middle-earth during the War of Wrath, and they do not leave 
their ships. But with a good backstory, the Narrator may approve a Teleri character coming to 
Middle-earth to reconnect with lost kin and convince them to come to Valinor. 

SiNDAR 


They are called the Sindar , the Grey-elves . . . and although they were M oriquendi . . . they became the 

fairest and the most wise and skillful of all the Elves of Middle-earth. 


The Sindar come from the Teleri who were led by Elwe (now named Elu Thingol) during the 
Great Journey. They remained in Beleriand instead of continuing to Valinor. Though not as 
mighty or learned as the Noldor, the Sindar are wise and skillful. Sindar live throughout 
Beleriand, but many call Doriath home. Most Sindar are reluctant to involve themselves in the 
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quest for the Silmarils or in the campaign against Morgoth. But there are those who desire a 
part in the great deeds of the First Age, and who have their own reasons for fighting against the 
Enemy and his agents. 


Lands: All over Beleriand, especially 
Doriath, Falas, Gondolin, and Nargothrond 
Speech: Sindarin, Taliska 

Racial Traits 

In addition to the racial traits all Elves 
receive in the CRB, Sindar gain the 
following traits: 

Attribute Adjustments: +2 BRG, +2 NIM, 
+2 PER, +1 VIT 

Musical Gifts: Instructed in music by Ulmo 
himself, Sindar gain a +2 bonus to all 
Perform tests. 

Sea-crafty: During the Great Journey, the 
Maia Osse befriended the ancestors of the 
Sindar and taught them much about the sea. 
Sindar gain a +2 bonus to all Sea-craft tests. 

Racial Skills 

Acrobatics, Armed Combat, Athletics, Craft, 
Debate, Healing, Inquire, Insight, Inspire, 
Intimidate, Language, Lore, Mimicry, 
Observe, Perform, Persuade, Ranged Combat, 
Ride, Sea-craft, Stealth, Survival, Track 


Racial Edges 

Accurate, Ally, Athletic, Curious, Eloquent, 
Fair, Faithful, Fell-handed, Friends, Honey- 
tongued, Incorruptible, Keen-eared, Keen¬ 
eyed, Night-eyed, Stalwart, Tireless, Travel- 
sense, Wise, Woodcrafty 

Racial Flaws 

Arrogant, Code of Honour, Duty, Enemy, 
Fealty, Hatred, Proud, Rival, Stiff-necked 

Background Packages 

Sinda of Doriath: Acrobatics +2, Athletics 
+2, Healing +1, Observe +2, Ranged Combat 
+ 1, Ride +1, Stealth +3, Survival +3, Track 
+3, Woodcrafty Edge 

Sinda of Falas: Acrobatics +2, Athletics +2, 
Craft +1, Observe +2, Perform +1, Sea-craft 
+3, Survival +3, Athletic Edge, Night-eyed 
Edge, Travel-sense Edge 
Sinda of Gondolin or Menegroth Armed 
Combat +1, Debate +2, Inquire +2, Insight 
+2, Lore +3, Perform +3, Persuade +2, 
Ranged Combat +1, Eloquent Edge, Faithful 
Edge 


Laiquendi 

Greater knowledge they had of living things, tree and herb, bird and beast, than all other Elves . 


The Laiquendi, or Green-elves (so named for their leaf-green raiment) are the remnants of the 
Teleri who began the Great Journey but turned back toward Middle-earth and settled in East 
Beleriand. For this they are also known as the Nandor, or Those Who Turn Back. Most live 
freely in Ossiriand, but some dwell in Doriath as subjects of Elu Thingol. A few may choose to 
leave their peaceful woodland lives if need is great or if something directly threatens their 
homes. 


Lands: Ossiriand, Doriath 
Speech: Nandorin, Sindarin, Taliska 
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Racial Traits 

In addition to the racial traits all Elves 
receive in the CRB, Nandor gain the 
following traits: 

Attribute Adjustments: +1 BRG, +2 NIM, 
+2 PER. These replace the original attribute 
adjustments. 

Woodsy: As CRB ability. 

Nandorin Lore: Nandor are the most well- 
versed in the knowledge and care of living 
things. They receive a +2 bonus to all tests 
that involve knowledge of or care for living 
things. 

Racial Skills 

Acrobatics, Armed Combat, Athletics, Craft, 
Debate, Games, Healing, Insight, Inspire, 
Intimidate, Language, Lore, Mimicry, 
Observe, Perform, Persuade, Ranged Combat, 
Ride, Stealth, Survival, Track, Unarmed 
Combat 

Ed AIN 


Racial Edges 

Accurate, Ally, Athletic, Fair, Friends, 
Furtive, Healing Hands, Incorruptible, Keen¬ 
eared, Keen-eyed, Night-Eyed, Tireless, 
Travel-sense, Wary, Woodcrafty 

Racial Flaws 

Arrogant, Enemy, Hatred, Rival 

Background Packages 

Nando of Ossiriand or Doriath: Acrobatics 
+2, Athletics +2, Healing +1, Observe +2, 
Perform +1, Stealth +3, Survival +3, Track 
+2, Furtive Edge, Woodcrafty Edge 
Nando of Menegroth: Debate +3, Insight 
+2, Language +2, Lore +2, Perform +3, 
Persuade +3, Stealth +1, Surival +1, Track 
+1, Friends Edge 


The Atani they were named by the Eldar, the Second People; but they called them also Hildar, the 
Followers, and many other names . . . Of Men little is told in these tales, which concern the Eldest 
Days before the waxing of mortals and the waning of the Elves, save those fathers of men, the 

Atanatari . . . 


The Edain are the Men of the Three Houses who traveled into Beleriand seeking the light of 
the West. Tall, fair, and strong, they are noble in spirit and fierce in battle. Although they 
succumb to illness and injury more easily than Elves and Dwarves, Edain are courageous and 
loyal. They often commit deeds of valor that rival those of the greatest Elven heroes. Many 
serve as vassals to Elven kings. 


Lands: Estolad, Brethil, Hithlum, 
Dorthonion, Thargelion 
Speech: Taliska, Sindarin, Haladin 

Racial Traits 

Attribute Adjustments: Edain receive +1 
BRG, +1 STR, +1 VIT, +1 WIT. Other Men 
receive no adjustments. 


Dominion of Man: As CRB trait. However, 
starting Courage for the Edain is 5 instead of 

A 


Adaptable: As CRB trait. 
Skilled: As CRB trait. 
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Racial Skills 

Armed Combat, Athletics, Craft, Debate, 
Games, Healing, Inquire, Insight, Inspire, 
Intimidate, Language, Lore, Observe, 
Perform, Persuade, Ranged Combat, Ride, 
Stealth, Survival, Track, Unarmed Combat, 
Warcraft 

Racial Edges 

Ally, Curious, 

Doughty, Faithful, Fell- 
Handed, Friends, 

Hardy, Honour's 
Insight, Indomitable, 

Resolute, Stalwart, 

Stern, Strong-willed, 

Tireless, Travel-sense, 

Valour, Wary, 

Woodcrafty 

Racial Flaws 

Arrogant, Battle-fury, Code of Honour, Duty, 
Enemy, Fealty, Hatred, Proud, Reckless, 
Rival, Stiff-necked 


Background Packages 

Adan of House of Beor: Armed Combat +2 
Craft +1, Debate +2, Insight +1, Language 
+3, Lore +3, Ranged Combat +2, Survival 
+2, Doughty Edge, Stalwart Edge 

Adan of House of 
Haleth: Armed 
Combat +1, Athletics 
+2, Observe +1, 
Ranged Combat +2, 
Stealth +2, Survival 
+3, Track +3, Stern 
Edge, Wary Edge, 
Woodcrafty Edge 
Adan of House of 
Marach: Armed 
Combat +3, Athletics 
+2, Debate +1, 
Intimidate +1, Language +2, Lore +2, 
Ranged Combat +3, Ride +3, Warcraft +1, 
Valour Edge 


Other Men 

There are other Men in Middle-earth besides the 
Edain. Many of them, such as the Easterlings, 
ventured into Beleriand in search of rich lands. 
Unlike the Edain, the other Men of Middle-earth are 
short and swarthy. Some of these Men are as noble 
and honourable as the Edain. Others are greedy and 
as cruel as any Ore. 

These men are created with the same traits as Edain, 
but they do not get Attribute adjustments, and they 
do not gain bonus Courage. 


Dwarves 


Since they were to come in the days of the power ofMelkor, Aule made the Dwarves strong to endure. 
Therefore they are stone-hard , stubborn , fast in friendship and in enmity , and they suffer toil and 
hunger and hurt of body more hardily than all the other speaking peoples . . . 


Besides the deeds of Elves and Men, the First Age also covers the Dwarves and their great works. 
Though shorter and broader than Elves and Men, they are strong, hardy, and skillful. Most 
Dwarves remain in their great mountain halls (Belegost, Nogrod, and Khazad-dum the most 
renowned), but some dwell in Elven realms to enrich the homes and armouries of Elven kings. 
They usually remain aloof from the war against Morgoth, but they give swift retribution to any 
who threaten their homes, clans, or treasures. 


Racial Traits 

Attribute Adjustments: +1 BRG, +2 STR, 
+2 VIT. 

The Craft: Dwarves have inherited their 
maker's love and skill with crafts. They 


Lands: Belegost, Menegroth, Nargothrond, 
Nogrod. 

Speech: Khuzdul, Sindarin, Taliska 













automatically have the craftsman's 
Enchantment order ability, and they only 
need Craft 6+ to use it. 

Resistant (Fire): See FBWM for details. 


Racial Flaws 

Arrogant, Code of Honour, Duty, Enemy, 
Grasping, Hatred, Proud, Reckless, Rival, 
Stiff-necked 


Racial Skills 

Appraise, Armed Combat, Athletics, Craft, 
Debate, Games, 

Insight, Inspire, 

Intimidate, Language, 

Lore, Observe, 

Persuade, Ranged 
Combat, Smithcraft, 

Stonecraft, Survival, 

Track, Unarmed 
Combat, Warcraft. 

Racial Edges 

Ally, Athletic, Craftsmaster, Doughty, 
Faithful, Fell-handed, Friends, Hardy, 
Incorruptible, Indomitable, Night-eyed, 
Resolute, Stern, Stalwart, Strong-willed, 
Swift Recovery, Tireless, Valour, Wakefulness 


Background Packages 

Dwarf of Belegost or Nogrod: Appraise +3, 

Armed Combat +3, 
Debate +1, Language 
+ 1, Lore +2, Observe 
+2, Persuade +1, 
Smithcraft +3, 
Stonecraft +2, 
Craftsmaster Edge 
Dwarf of Menegroth 
or Nargothrond: 
Appraise +3, Armed 
Combat +2, Debate +1, Language +2, Lore 
+2, Smithcraft +3, Stonecraft +3, Survival 
+ 1, Craftsmaster Edge, Friends Edge 


Petty-Dwarves 

Petty-dwarves are Dwarves who have been exiled 
from their homes. They wander Middle-earth, eking 
out a living in whatever way they can. They loathe 
all save their own kind. Because of this, Petty- 
dwarves are not usually appropriate characters for a 
First Age game. But if the Narrator allows it, use the 
standard traits for Dwarves to create a Petty-dwarf 
character. 
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Allies and Adversaries 

Rowland 

by Celegorn 


Race: Man (Middle Man) 

Racial Abilities: Adaptable, The Dominion of Man, Skilled 
Order: Rogue 

Order Abilities: Lockpicking 
Attributes: Bearing 7 (±0), Nimbleness 12 (+3), 

Perception 10 (+2), Strength 7 (±0), Vitality 7 (±0), Wits 

8 (+ 1 ) 

Reactions: Stamina +3, Swiftness +3, Willpower +1, 

Wisdom +2 
Defense: 13 

Skills: Appraise +1, Armed Combat +2, Climb +2, 

Conceal +2, Craft +2, Debate +1, Games +1, Guise +2, 

Inquire +1, Jump +2, Language: Westron +4, Language: 

Westron (Breeland) +5, Legerdemain +1, Lore: Realm 
(Breeland) +6, Lore: Wilderness (Chetwood) +4, 

Lore: Wilderness (Trollshaws) +2, Mimicry +2, 

Observe +3, Persuade +2, Run +1, Search +2, 

Stealth +3, Survival +2, Weather-sense +1 
Edges: Friends (Bree), Night-eyed, Wary 
Flaws: Provincial Upbringing 
Size: Medium 
Health: 7 

Gear: 1 week of trail rations, dark brown travel cloak, coin purse, club, two daggers 




Background 

Rowland was born to one of the poorer families of Bree and spent much of his childhood living off of the 
welfare of others. These acts of charity would inspire him to “purge” the wicked and unjust of their belongings 
and “invest” them to those in need. His actions have caused many outlaws in the Chetwood to become terrible 
enemies, as Rowland often purges them of their acquired goods. 
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Gleogar 

by Celegorn 


Race: Man (Middle Man) 

Racial Abilities: Adaptable, The Dominion of Man, Skilled 
Order: Minstrel 
Order Abilities: Gladden 

Attributes: Bearing 10 ( + 2), Nimbleness 8 ( + 1), Perception 8 
( + 1), Strength 7 (±0), Vitality 8 ( + 1), Wits 7 (±0) 

Reactions: Stamina +1, Swiftness +1, Willpower +2, Wisdom +2 
Defense: 11 

Skills: Acrobatics +1, Armed Combat +3, Debate +2, Games +1, 

Inquire +2, Insight +1, Inspire +3, Language: Northman (Rohiric) 

+4, Language: Westron +4, Language: Dunlendish +1, Lore: 

History (Rohan) +2, Lore: History (Middle Earth) +2, Lore: Realm 
(Rohan) +4, Lore: Music (Rohan) +4, Mimicry +1, Observe +2, 

Preform +3, Persuade +2, Ranged Combat +2, Ride +2, Stealth +1 
Edges: Honey Tongued, Honour s Insight, Night-eyed 
Flaws: Afraid of the Sea 
Size: Medium 
Health: 10 

Gear: Scale Mail (Absorbs 4 points of Damage), bed 

roll, horse (Heogil), saddle and tack, bodhran (drum), spear, short bow (20 arrows), short sword 



Background 

Gleogar’s first and major love has always been for his music. He is often seen sitting in concentration and playing his 
drum, in search of more pleasing tunes. He was once the royal minstrel to Theoden King, but has since taken up a 
personal quest to discover more music. He can currently be found searching taverns and other meeting places for such 
melodies as would please the King of Rohan. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

Rpg Tools For Decipher's Coda Games 

httn://2rouDS. vahoo.com/grouD/rnetools/ 

Encyclopedia Of Arda 

http://www. 2 lvphweb.com/arda/default.htm 

Fan Modules For Middle-Earth 

httD://2rouDs.vahoo.com/grouD/fan-modules 

The Steward And The King 

http://www.stewardandking.net 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Chronicles Of The North 

http://rpg.avioc.org/ 

Trek-Rpg.net 

http://forum.trek-rpg.net/index.php 

MERP.com 

http://www.merp.com 

Coda Webzine Repository 

httD://erouDs.vahoo.com/groun/coda webzine 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.theonering.com/ 


The One Ring.Net 

http://www.theonering.net 


Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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